(Note: Smilebot is currently offline, and the website linked no longer exists. This document 
exists for the purposes of archiving the story of Smilebot.) 
The Beginning 
Download Smilebot at http://jameslantz.net/smilebot/. This site has some light, basic info about 
the bot as well as an add-to-server link. 
Prologue: Hi! 
When first added to the server, Smilebot introduces itself and explains a few basic features. Any 
user wishing to use Smilebot will first be “registered” after attempting to run any command. This 
simply digitally notes their username and tag in order to contact them. Smilebot cannot be used 
by one user on multiple servers; any attempt for an already-registered player to use Smilebot on 
another server will prompt the bot to DM them a warning that they can only use one server and 
to use this new one they must wipe their data and start over. Initially, Smilebot will track 
“emotions”, or emoji usage, and give statistics on how the server and the people in it “feel”. It 
will also do things like react when certain emojis are posted. In addition to these mood-based 
commands it has a handful of others; the Smiles commands (see Part 1) and a few 
miscellaneous fun commands, like a dab or a timezone reader. 
Part 1: Employenteering 
Whenever a user posts some form of “smile” emoji, they receive a Smile. This is currency. 
Initially, these are merely gained by posting these emojis and serve no greater purpose. The 
only thing that can initially be done with them is either donating to charity, where other players 
can freely take them (as long as they don't take over 1 million or the player taking doesn’t have 
over 1 million) or they can be used to gamble, which will either grant more or delete them. After 
earning enough Smiles, the player receives a DM from Smilebot inviting them to join the 
SMILERS program as an Employenteer. Doing so allows them to purchase various upgrades 
and perks: upgrades will usually add some sort of multiplier to Smile production or unlock new 
perks for purchase, and perks will usually auto-generate Smiles. In addition, there is a new 
currency called LaborTokens that other players can’t see and you can only earn via perks and 
upgrades, and are also only used for perks and upgrades. The player slowly earns more and 
more Smiles and LaborTokens as they continue to upgrade. All upgrades must eventually be 
earned in order to finish Part 1, because while not all are strictly necessary in themselves, the 
final necessary upgrade won’t appear until all others have been purchased. There are two 
important upgrades. First is the Cryptic Message, for 1,000,000 Smiles. This assigns the player 
to one of two teams: SecOps or InnoLabs. Which one doesn't really matter, at least for a while. 
Now Missions come into play. The player is given a string of digits and told to get other players 
to enter it into Smilebot via DMs, as well as being encouraged to enter other people’s codes. 
Doing either will gift the player a hefty sum of Smiles. Continue upgrading, and eventually after 
the last real upgrade, the player is offered the Smile Backdoor, supposedly a door into 
Smilebot’s code, for a hefty 10,000,000,000 Smiles. Once this is bought, the next part of the 
game begins. 
Part 2: Markets & Monsters 
After buying and using the backdoor, the player is offered a set of emails, all being excuses from 
a SMILERS Employenteer named Alex as to why he can’t come into work. They scale up in 
severity as the list continues. One of them is instead a message from a mysterious “ThornS” to 


themself containing a code. Inputting this code by sending it back to Smilebot activates a 
training procedure called Markets & Monsters. This is a short text-based adventure where the 
player needs outside help to progress. All obstacles cannot be surpassed without having 
another player run a certain command in the server itself, like !dab or !gamble. This section is 
very short. Once the player reaches the end and tries to kiss the princess, the simulation ends 
and the player proceeds into Part 3. 

Part 3: FutureWork 
At this point, the player might as well !donate all their Smiles into the charity pool. They’re 
worthless to the player now, so might as well put them where others can make use of them. 
Now it’s impossible to do anything with Smiles besides gamble and charity, and all the player’s 
previous Smile upgrades stop working, leaving them dead in the water in terms of Smiles. Of 
course, there’s nothing to do with them now anyway. Now the player is put to work - 
FutureWork, to be specific. FutureWork is a text-based game similar to Markets & Monsters, but 
still different. The entire game takes place in the player's DMs with Smilebot. Start a game by 
running the !work command. In a game, the player is tasked with writing code at a computer in a 
small room. They may look at the computer or a poster on the wall, though this does nothing. 
The player has three stats: hunger, thirst, and sanity. If any of these drop too low, the player 
dies, ending the game. These can be raised through multiple methods. There is a vending 
machine available. Here, the player can trade resources (more on those later) for foods and 
drinks to raise hunger, thirst, and sanity. These cannot be saved; buying a vending machine 
item will instantly consuming it, adding to one of the three meters. Resources are what are used 
to make items and purchase vending items, and are represented by emojis. The emojis appear 
to be random, but persist between games for a user. You always have two sources that 
generate one of one type of resource per turn. The game has challenges that can be completed. 
Completing these earns the player unnamed currency represented by a taco emoji. These tacos 
can be spent on upgrades between games to permanently upgrade your item carrying capacity, 
resource carrying capacity, and how many resources are automatically generated per turn. The 
player has access to a SMILERS MatterGambler. This allows them to use their resources with 
the !craft command to make items. Item recipes are randomized between games, so what 
makes one thing in one game might make something else in the next. These items will usually 
fall into one of a few categories; multipliers will multiply production of resources or code, 
transformers will consume resources and output more/other resources, raise a stat, or give 
more code. Code is your score meter. You automatically generate 1 line of code per turn. You 
want more. Use your MatterGambler to try your luck and get items to increase survivability while 
maximizing productivity. With some multipliers, you can get insanely high scores. You can add to 
your score even further via the FutureWork Unscramble And Repeat Me Slogan Of The Minute, 
a lightly anagrammed sentence which, if repeated by the player correctly, grants a hefty chunk 
of code that is also affected by multipliers. Now, remember the teams from earlier? SecOps and 
InnoLabs? This is where they become important. While high code scores are tracked on the 
leaderboards (visible through commands in the main server), there is also a team leaderboard 
that shows the combined sums of all the team members’ high scores. Whichever team is in the 
lead can even use !mentor on losing team members to taunt them. Things progress as standard 
with the two teams constantly one-upping each other until someone gets all upgrades. After 


that, the next game is badly corrupted, and gives the player the option to interact with a pen on 
their desk, which causes them to violently stab themself with it. They then wake up in a small, 
messy room, and can look around at the various things around them. Eventually they see the 
computer on their desk, and are prompted to enter a password. The password is “Scalability!”, 
from a poster on the wall. However, the player is unable to enter this password alone. They 
must wait for another player to reach this point, and both must enter the password at the same 
time. In addition, there’s a time limit on entering the password. If the player fails to successfully 
enter the passcode at the same time as someone else, they die and are booted back into the 
simulation and must use the pen again. 
Part 4: Staff & Stock 

This is the endgame. Upon two players successfully entering the secret code, things start to 
spiral out of control, and the bot begins posting wildly erratic messages in the server. Eventually, 
after spouting some lore nonsense, the entire server is thrust into a co-operative tower defense 
game. Monsters, represented by emojis and unicode symbols, attack one by one. The collective 
server reacts to “spellcasting messages” with emojis to create the spell they want to cast. After 
the time is up, the reactions will be pooled together. The most reacted emoji is selected as the 
“main spell rune”, and the rest are “power modifier runes”. The main rune determines what the 
spell is. It’s hard to tell what the pattern is; some preset emojis have preset spells, like :fire: 
casting a fireball, while custom emojis can sometimes seem completely random. However, the 
effects will be consistent throughout the whole game. The modifier runes will also check what 
that rune would’ve done, and the more match the main rune, the stronger the attack will be. The 
enemies will attack at timed intervals, sometimes healing, sometimes dealing damage to the 
collective server, etc. The server has 500 health. If the health runs out, the players are given a 
game over message and prompted to retry. If the server successfully defeats all the enemies, it 
momentarily descends into corrupt nonsense that tests the players’ knowledge. Broken 
Unscramble and Repeats, glitchy item recipes, frantic gambling, and general chaos, ending with 
the bot “shutting down’. Finally, the game displays a win screen, contact info for the game’s 
creator, James Lantz, and a sign-up for a secret beta-tester newsletter, as well as a note that 
the bot has new features and to try them out. 

Epilogue: Trophy Mode 
Once the game has been finished, Smilebot loses all normal features it originally had for all 
users. Now, it’s in Trophy Mode. In Trophy Mode there’s not much to do. You can use !resources 
to view a short list of supply and demand for resources, represented once again by emojis. 
Supplied resources can be bought for Smiles (note: not the same smiles as earlier, your old 
currency is still worthless). Demanded resources can be sold for Smiles. You can only hold one 
resource at a time. You can also check your score, which is how long it took the server to beat 
the game, as well as a total ranking among everyone else who beat it. You can also check the 
“galactic weather” and “galactic news”, both of which are seemingly pointless. Finally, you can 
vote to reset the server, which, once a set number of people run the command, a command 
announcing a . Normally, attempting to play on a second server will prompt the player to erase 
saved data first. However, Trophy Mode does not count, and a Trophy Mode save file can still 
be saved while still playing on a second server. Resources will be maintained between servers, 


allowing you to buy and sell resources in different places depending on what's in supply and 
what's in demand. 


